INTRODUCTION
Computer game is defined as a digital game with objective that brings enjoyment to the player [1] . It has certain rules that limit the game playing. By using control devices such as keyboard, mouse or joys tick, player can interact with the game through the interface and receive visual or audio feedbacks. Good interface designs will inadvertently push the players to continuously playing by letting them feel that they have control over the game naturally [2] .
There are several factors that influence the players to feel as if the interface design is acceptable and familiar to them. On top, cultural values are identified as a factor that control how a person acts and believes [3] . Product design such as game usually reflects its designer's culture [4] . Since current game industry is monopolized by American and Japanese, thus the designs are influenced by their respective culture. However, different players may have certain preferences based on their cultural background [5] . Thus, the game designer must understand their target player in order to design game. Past research [1] argues that the design of a good game interface should involve the target players during the development process.
Evaluation by players must be done as early and as often as possible. Because culture influenced their behavior and online interaction, many researchers wondered about the importance of culture in virtual interaction [6] [7] . Yet, information on the influence of culture on the motivation and behavior of users is limited [4, 8] . Therefore, the goal of the research is to identify player preferences on game interface specifically on graphic and animation design based on their cultural factor.
Based on past researches context, PDI and MAS have been found to influence the design of graphic while context, MAS and IDV influenced the design of animation [5] . There are two research questions generated: Triangulation method has been found to increase confidence in the results of the analysis [9] . The first step is to distribute a set of validated questionnaire to identify player preferences based on their cultural values. Then, the feedback is analyzed and based on the analysis, the game interface is designed. Several design experts are appointed to verify the design before the game prototype is developed. Seven game players are selected to play the game prototype and are interviewed to get their feedbacks. Fig. 1 shows the method used for the research. 
Questionnaire
The validated questionnaire is taken from [10] . It contained the following information:
i. Objective of the questionnaire and demographic questions.
ii. 18 questions using 10 point Likert scale.
Subject
265 subjects participate in the survey as shown in Table 1 . The sample size is sufficient for convenient sampling and the subjects were chosen with the criterion of playing computer games more than 5 times a week. 
Expert Validation
Four experts were chosen with the criterion of having experience in multimedia design more than five years. A checklist was given to the experts to validate the design of game interfaces.
The checklist was adapted from the questionnaire and the objective is to identify whether all the design preferences are presented in the game interfaces.
Testing
Seven game players were selected to play the games. The number of respondents set based from previous studies indicates that using a total of five to ten respondents' means that 80% to 90% of problems can be traced [12] . All players consider interface design as one of the most important factors for a good game. There is only one machine that is used for the testing thus only one player can play the game at a time. The game is played on a desktop computer that is equipped with an eye tracker device. The eye tracker will track the players' eye movement and keep the record. After the player finish playing the game, he or she will be interviewed based on the eye tracker result. In a pilot study that has been done previously, a single player takes about one hour to finish the test.
The eye-tracking device is Tobii T60 and the application isTobii Studio™ Analysis Software which has been installed on a desktop computer with Windows XPoperating system. Eye movement signals are processed using a small camera mounted on the optical board under the monitor. Evaluation was done based on the analysis of the heat map, fixation duration and fixation count. These records are important to help the prototype evaluation [13] .
The interview session starts with a set of enjoyment and presence questions which are adapted from validated questionnaires. The questionnaire has been used in previous research to evaluate game and other type of entertainment [14] [15] . The players also need to describe briefly their experience in playing the game based on their cultural values.
EXPERIMENTAL
This topic is divided into several parts. The first part contains analysis of survey while the second part is game interface design based on the analysis. The third part contains expert evaluation on game interface design and the last part is the result of game prototype evaluation.
Questionnaire Analysis
All three cultural values that have been identified to influence the design of graphic in game interface shows positive result since the analysis of the survey shows a high mean value which is more than 7.0. The same goes to the result of animation design. Table 2 shows the mean value of each cultural value. There are a few animations added which are animated heart shape, animated arrow and animated grass. 
Expert Evaluation
Experts have been given a check list that contains eight items to evaluate the game interface design. The experts need to make sure that all eight items are presented in the modified game interfaces. Based on the evaluation result, experts agreed that all items are represented.
Therefore, a game prototype is developed.
Game Prototype Evaluation
Based on the heat map generated by the of seven respondents looked at all of the addition graphics th
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ii Studio ™ Analysis Software, six out at are mentioned earlier. Fig. 3 Original interface Interface with cultural values Fig.3 .Examples of original interfaces and the modified interfaces Table 3 shows the mean value of fixation duration and fixation count for the seven respondents. Based on the result of the heat map, fixation duration and count, it is identified that players give fairly enough attention to the new graphics. Analyses of interviews that have been conducted demonstrate that all players agree that Context, PDI and MAS influence the design of graphic in game interface. Table 4 shows some of the comments from the interview sessions. Table 5 shows further comments from the selected respondents. The respondents have also been asked to evaluate their enjoyment and presence when playing the games and six of them identified that the game is fun and they enjoy playing the game.
Thus, the study also found that the player's level of enjoyment and presence is high at 85.6%. Overall, it can be said that culture do play an important role in influencing players preferences and designer should design game interface with consideration on cultural values since it can be favorable to players enjoyment. This considerable contribution to the game players and local game industry will allow local game developers to come out with their own localized game interface design rather than imitate existing games in the market.
DISCUSSION AND CONCLUSION

Results
FUTURE WORKS
This study is only an initial step towards defining the relationship between cultural values and designing game interface. Most of the effort was allocated to identifying user preferences based on their cultural values. For future works on the design of game interface, other elements of interfaces such as color, menu button and layout should be addressed. Past
